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ADDITIONAL NOTES 


TRIGGER WARNINGS: BLOOD, GORE, SUICIDE MENTION, 
GENERAL VIOLENCE. THEMES OF DOMESTIC ABUSE AND GAS- 
LIGHTING. 


SAFETY TOOLS: USE OF SAFETY TOOLS SUCH AS THE X CARD 
ARE ENCOURAGED DUE TO THE NATURE OF THIS MODULE. 
THESE CAN BE MADE WITH BLANK PAPER AND A WRITING 
IMPLEMENT, OR USED WITH THE ROLL20 PLATFORM USING 
THE “BURN BRYTE SAFETY CARD ADDON.” 


ABOUT THIS BOOK 


DISCLAIMER: Any resemblance between the characters in 
this module and any living persons, real or fictional, is purely 
coincidental. This is, of course, because everyone in this book 
is undead. 


AUTHOR S NOTES 


Thank you for supporting this adventure! It’s yours now! I 
have added a few different options for you to customize play 
throughout the adventure, but feel free to keep taking things 
in your own direction. Add more monsters, make the traps 
deadlier, give Strahd a weird mustache — whatever. I included 
pre-generated characters in this adventure because I wanted 
something that you could play on Halloween with a bowl of 
candy and whoever showed up. If your group ends up making 
their own Brides, I would love to hear about them. 


AUTHOR BIO 


Joelle Van Dyne is a reformed fraidy-cat who now adores all 
things horror. In her other life she tries to trick people into 
letting her talk academically about vampires and aliens when 
she’s not running tabletop games. 


She can be found: 
@DyneJoelle on Twitter 
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ADVENTURE OUTLINE 


“The vampire we see so often today exemplifies the polar 
opposite of the original archetype: the lie that it s okay to 
enter into a romance with an abusive monster because if you 
love it enough, it will change.” 

- Tracy Hickman, 2015, Curse of Strahd 


BACKGROUND 


“The Devil’s Brides” takes place directly following a failed 
Curse of Strahd campaign. This module focuses on the Brides 
of Strahd who can be found in Castle Ravenloft in Curse of 
Strahd and expands upon their story. The adventure requires 
the knowledge that Strahd Von Zarovich is the king of 
Barovia and has been for many centuries, and that he became 
a vampire by betraying his brother and driving the woman 
they both loved to her death. Strahd’s curse is that he and his 
kingdom are trapped in an unending loop of violence and 
shattered hope. Parties of adventurers from Barovia and other 
planes periodically attempt to kill Strahd, and have all failed. 
This module provides opening questions to give players 
control over who the most recent adventurers were and how 
these people in particular spurred their Bride to revolt. The 
DM should also know that Strahd received his vampirism 
through a deal with the Dark Powers, who have since become 
dissatisfied with their inability to control Strahd and would 
happily deal with another to see him replaced. Additionally, 
the order of Strahd’s unions with the Brides is mostly 
undefined in Curse of Strahd, but Ireena is the most current 
reincarnation of Strahd’s lost love Tatyana, Gertruda has 
recently moved into the castle, and Escher is only barely new 
enough to still be allowed in the main castle. 


SYNOPSIS 


The Brides of Strahd have seen countless adventurers 
slaughtered over the centuries. They have even helped, from 
time to time. Last time was different. These adventurers did 
something that touched each of the Brides’ icy hearts, and 
when they died something snapped. The Brides are done with 
Strahd’s tyranny, control, and abuse. They will finish what the 
adventurers started. Each Bride has knowledge of powerful 
items hidden in Castle Ravenloft. If they can find these 
objects, they will have a much easier time completing their 
true objective, which is to kill Strahd Von Zarovich. However, 
the vampire lord will not take this rebellion lightly. He will try 
bribery, deceit, cruelty, and brutality to bring them all to heel. 
The Brides know this better than anyone. If they should win, 
the Brides will have to decide their own fates, and the fate of 
Barovia. Will they leave the Mists forever, or take Strahd’s 
bloody throne for themselves? 


IMPORTANT CHARACTERS 


THE BRIDES 


VOLENTA POPOFSKY 

The oldest of the Brides, Volenta knew Strahd before he was 
even a vampire. She was part of the army that helped conquer 
Barovia, and she was good at it. Tatyana was Strahd’s 
obsession, and many others his Brides, but Volenta was his 
match. With her sword left to rust for centuries, it is casy for 
her to hate Strahd. But though her sword may have dulled, 
those memories of blood and glory with the young Von 
Zarovich are still sharp enough to cut. 


ANASTRASYA KARELOVA 

Strahd promised her power, and he delivered. It helps to know 
people who know people. Anastrasya has mostly kept to 
herself throughout the centuries. It°s easy to do in such a big 
castle. The turmoil of the people of Barovia, the adventurers 
who tried to breach the castle, and the other Brides were none 
of her concern. She regrets her passivity — or was it 
cowardice? - and has vowed to change. But in her bones she 
knows the only truth Strahd ever told her was, “I made you.” 


LUDMILLA VILISEVIC 

Ludmilla had always been drawn to the macabre. Strahd took 
that curiosity, that precious ability to find beauty in the rot, 
and warped it. Strahd changed her forever, and then left her to 
the crypts. She is forbidden from ever seeing moonlight again, 
but in the crypts she is privy to something far rarer. Because 
of her gifts she has seen Strahd cry over Tatyana’s bloody 
body, and wince as she healed his wounds. She is perhaps his 
most intimate companion, once every decade or so. While she 
hates the silence of the crypts, she knows the only thing that 
ever breaks it is the sound of her husband coming home. 


ESCHER 

Strahd’s former favorite. He has had the run of the castle for a 
long time and knows it like the back of his lightning-fast 
hand. Escher loves beautiful things, and Strahd lavished him 
with many. Gertruda’s arrival and realization that he was 
nothing to Strahd, just like the others, was a stake to the heart 
for Escher. Escher hates him — but gods, the light of his favor 
had been so warm... 


GERTRUDA 

The youngest of Strahd’s Brides by age, and only barely 
turned before Ireena. Gertruda remembers human life better 
than most of the Brides, which is a blessing and a curse. Her 
pain is the freshest, but so is her infatuation with the 
handsome king who scooped her out of poverty. Perhaps the 
other Brides left better things for their husband — but Strahd is 
gentle compared to Gertruda’s mother. 


IREENA KOLYANA 

The adventuring party predating this module has failed to 
save Ireena from the Dark Lord, and she has been turned into 
a vampire spawn. She has learned of her past lives and 
original identity as Tatyana, and knows that in every other 
instance her death soon follows. The urge to throw herself 
into danger and just restart the cycle is strong, but a small 
voice tells her that maybe if she plays along for once, she’ll 
live this time... 


THEIR GROOM 


STRAHD VON ZAROVICH 

Strahd has been trapped in Barovia for a long time, and 
relishes novelty above almost all else. His castle is full of 
beautiful, fascinating things — some of which are people. He 
takes Brides for many reasons: simple distraction until 
Tatyana is reincarnated, actual hope that they may spark the 
same love he feels for her, the thrill of possessing something 
lovely. These all fade quickly, much to his eternal dismay. The 
king of Barovia sits in a castle full of dead women, and thinks 
of himself as the most tragic man who ever lived. 


THE OTHERS 


VARUSHKA 

Varushka was a maid at Castle Ravenloft who took her own 
life when Strahd began drinking her blood. Her soul is now 
bound to the Bathroom near Strahd’s Bedroom. She is 
disgusted by the Brides who, to her knowledge, willingly 
sought out what she destroyed herself to avoid. She died 
young, and her life was cruel. If the Brides can show her a 
little kindness, she may be convinced that they are not the 
complicit monsters she thinks they are. 


THE WITCHES 

The Witches know the Brides quite well, though it may have 
been a while since they have seen each other. They prepare 
Strahd’s Brides for their weddings and married life: teaching 
them Strahd’s likes and dislikes, tutoring them in dark magic, 
and insuring that they are primed for a life of obedience. Their 
loyalty to Strahd is unshakable. 


THE DARK POWERS 

The Dark Powers are a group of mysterious evil entities who 
are mostly contained in The Amber Temple in The Curse of 
Strahd. Strahd received his vampirism by making a pact with 
these forces, though it is unclear if he dealt with The Vampyr 
or an unnamed god of death and secrets who seems to have 
escaped the Temple. The Dark Powers hoped to act as the true 
power behind the throne of this Demiplane of Dread, but 
Strahd proved too powerful to be controlled. They hope one 
(or more) of the Brides will be more pliable. 


CHAPTER 1 — MURDER, 
BETRAYAL, AND OTHER 
MARITAL PROBLEMS 


Rain lashes the stone walls of Castle Ravenloft as a fierce 
battle is waged on its parapets. The master of the castle, your 
husband, Strahd Von Zarovich, faces a party of adventurers 
intent on changing this land for the better. You've seen — and 
participated in — this fight hundreds of times, but this time is 
different. These people were different. They weren’t just 
idealistic, or power-hungry, or strong. They were good. As the 
tide of the battle turns and Strahd's might bears down on them, 
you feel a strange tugging in your chest. Sadness? Hope? 
Guilt? You and the other Brides are gathered around one 
window, pressed together to watch the battle. You see their 
mouths also twisted in thought. The howling wind carries the 
sound of Strahd’s laughter. 


The DM should pause here to ask the questions detailed 
below. Make sure that everyone at the table is familiar with 
your chosen safety tools before proceeding. After you are 
satisfied with the background-building, read aloud the text 
below. 


Its over now. Strahd bends over the corpses of the slain 
adventurers and rises with a glowing sword, turning his face 
from the light. It hurts your eyes too, but you feel no better 
when the light is extinguished in his hands. He withdraws into 
the castle, and usually this would be the point where you all 
disperse and wait for the cycle to begin again...but you don't. 
The thought of another 100 years like this turns your stomach. 
You know where he is taking the sword. You know how to break 
his Heart. You know how to kill him. Strahd Von Zarovich dies 
tonight — or you will. 


CHARACTER QUESTIONS 


1. One of the adventurers was kind to you. What did they do 
or say? How did Strahd murder them as you watched? 

2. One of the adventurers reminded you of someone close to 
you. Who did they remind you of? How did Strahd humiliate 
them before they died? 

3. One of the adventurers defied Strahd before their death. 
What did they do? How did Strahd lash out for revenge? 

4. One of the adventurers sacrificed something to keep you 
safe from their own teammates. What was it? What did Strahd 
take from them before he killed them? 


If playing with more than 4 Brides, cycle through the 
questions again, or use your own. Questions should have one 
part which gives the Bride hope or helps them see goodness, 
and a second part which provokes them to seek revenge 
against Strahd. 


OBJECTS OF POWER 


The items can be gathered in any order. However, due to the 
layout of the castle and information provided, the module 
presumes that the Brides will begin with the Sunsword in the 
Von Zarovich Family Tomb, then Strahd’s Tomb, the Portrait 
Room (Optional), the Bedroom, and the Bathroom (Optional) 


before advancing to the Heart of Sorrow. Until the Brides 
destroy the Heart, the module assumes that the Brides know 
the layout of the castle and its hazards enough to move 
quickly and harmlessly from room to room. However, the DM 
may use the map of Castle Ravenloft provided in Curse of 
Strahd or roll on the random encounter table provided here or 
in Curse of Strahd. 


WHAT THE BRIDES KNOW 

- The Brides know that gathering every item will help them to 
defeat Strahd, though destroying the Heart is the only mandatory 
step. 

- To give the Brides a place to start, Volenta is fairly certain that 
Strahd will bring the Sunsword to his parents’ tomb in the 
Catacombs. 

- Ludmilla believes that another important item is in Strahd’s coffin, 
though a DC 12 INT or Insight check confirms that this is usually 
where he goes to recover, so the characters should be prepared to 
meet the vampire lord in this room. 

- Escher knows that Strahd keeps something important in his 
bedroom upstairs, because Strahd was always vigilant about his 
snooping in there. 

- Anastrasya knows that the Heart of Sorrow must be destroyed in 
order to truly snuff out Strahd's life essence. However, its 
destruction will immediately alert Strahd to their betrayal. 

- Ireena and Gertruda are new to the castle and therefore do not 
have as much insider knowledge as the other Brides. However, 
Gertruda knows that she was warned against going in the 
Bathroom adjoining the Bedroom by Strahd, and Ireena thought 
she saw something strange about Strahd’s portrait as she was 
being dragged to the Catacombs. 

- If the Brides have other questions about Castle Ravenloft or its 
master, the DM should freely provide any information that a 
longtime resident would know, or offer to jog their memories with 
an appropriate Skill Check. 


Lo. THE PARAPETS 

The Brides may want to visit the scene of the opening battle. 
They are able to do so by opening the window described in 
the boxed text and using their Spider Climb ability. The 
Journey is harrowing in the storm, but possible. How they 
interact with the bodies of the recently slain may persuade the 
DM to award Inspiration. 


The adventurers hold the following: Basic equipment found in 
the Dungeon Masters Guide such as short swords and leather 
armor, 1d100 Gold pieces, 1 silvered short sword, and 1 
Potion of Healing. The DM may add additional silvered 
weapons for martial characters such as Ireena if they choose. 


Li. THE VON ZAROVICH FAMILY TOMB 


Any footsteps echo loudly on the scrubbed stone floors of King 
Barov and Queen Ravenovia’s tomb. The stained glass 
windows lining the eastern walls are massive, but so filthy that 
the room is almost entirely lit by the gold sconces lining the 
walls and stacks of deep red votive candles dotting most of the 
flat surfaces. The candles seem to have been lit recently, 
flickering warm light onto the white marble slabs supporting two 
immaculate coffins. 


The Sunsword lies in Strahd’s father’s tomb, placed carefully 
alongside his meticulously sculpted wax effigy. The lid of the 
tomb is heavy, and requires success on a DC18 Athletics 
Check to open. The characters may still attempt to open the 
tomb after a failed roll, but may need to take more destructive 


measures. It is up to the DM if the commotion alerts any 
wandering monsters, or sets Strahd on edge in later scenes. If 
Strahd becomes aware of his father’s tomb being defiled, he is 
massively displeased and will seek to immediately punish the 
Bride or Brides he deems responsible. 


A DC15 History or Insight check reveals that Strahd never got 
over his parents’ favoritism toward his brother Sergei, and 
coveted the original crystal sword. The DM may reveal the 
story of the Sunsword given in the item description on page 
223 of Curse of Strahd, or may ask for another DC12 History 
check on the Sunsword specifically. The Sunsword uses the 
stats provided on page 223 of Curse of Strahd. 


L2. STRAHD’S TOMB 


The black marble steps leading into Strahd’s Tomb are slick 
with rain and mud. The room smells strongly of rain water, dirt, 
stale blood, and staler air. The center of the room houses a 
magnificent black coffin made of exquisitely polished wood set 
into an earthen floor. Its lid is propped slightly ajar, oddly 
reminiscent of someone poking one foot out from a blanket to 
get comfortable. Along the east wall you are not surpised to 
see freshly turned earth. This is where all of you sleep each 
day. There are no silk-lined coffins for the Brides of Strahd. 


Strahd has returned to this room to rest in his coffin following 
the battle on the parapets. Players may make a Stealth check 
against Strahd’s Passive Perception (22) to attempt to search 
the room without rousing him. Passing a DC15 Investigation 
or Perception check reveals that Strahd has taken off his 
bloody wedding ring and placed it on the edge of his coffin 
for later cleaning. This is not an unusual occurrence, so the 
Brides may be reminded of their husband’s bedtime habits by 
passing a DC10 INT check. Approaching the vampire’s coffin 
is dangerous, and requires a Sleight of Hand check to slip the 
ring into a Bride’s pocket. The Brides can acquire Advantage 
on this roll by distracting Strahd in some way. 


If Strahd is alerted, he is curious about why the Brides are all 
together. They are required to rest in the dirt here, but Strahd 
has spent a long time setting the Brides against each other, so 
they are not generally social. Strahd is in a good mood 
following his victory and is more interested in teasing the 
Brides and seeing what they are up to than truly suspicious. If 
the DM has picked up on any character tensions thus far, 
Strahd may use these to his advantage when trying to leverage 
information. Strahd may also insist on Ludmilla using healing 
spells on him, which works as a distraction. How hard the 
DM pushes this is their choice based on how difficult they 
would like later battles to be, but Strahd should at least 
demand a reason for any hesitance on Ludmilla’s part. If the 
PCs should fail a Deception or Persuasion Check against 
Strahd’s Insight, his suspicions are raised. He instructs the PC 
he views as the weakest link to stay behind for a moment. He 
attempts to wheedle information out of them alone, using 
bribes, sweet words, or veiled threats to remind his Bride 
what a good husband he is to her. He will also attempt to draw 
a promise of loyalty out of them. The DM may also have 
Strahd mention the castle’s Chapel as a hint for Act III. Strahd 
both marries and turns his Brides there. 


L3. THE PORTRAIT ROOM (OPTIONAL) 

Ireena possesses the knowledge of this room, though the PCs 
may also interact with it by DM’s choice. On the Castle 
Ravenloft map provided in Curse of Strahd this small room 
connects with the Catacombs and is accessible using the 
Spider Climb ability, so the Brides may naturally enter here 
after finishing their business in the Catacombs. The room is 
15 feet wide and 40 feet long, with the portrait hanging on the 
northern wall. 


The howl of the storm whistles through this room, and the 
intricately woven rug below your feet shivers in the cold. You 
know it to be a rug of smothering, harmless to undead such 
as yourselves. The narrow room is otherwise quite bare, save a 
large portrait of the castle’s lord, Strahd Von Zarovich. 


A spell scroll of Bless is hidden behind the portrait of Strahd 
Von Zarovich. If Ireena is not with the party, the characters 
may succeed on a DC15 Perception check to notice the small 
bulge of something hidden under the canvas. This painting is 
actually a Guardian Portrait, and the Brides must contend with 
it before claiming their prize. It may be defeated in combat, or 
negotiated with. Being a pale imitation of Strahd is this 
Guardian’s entire purpose, so it requires a DC18 Persuasion, 
Deception, or Intimidation Check to let a character remove it 
from its frame. It cannot move, and begs pitifully to be re- 
framed if left curled on the floor. 


L4. THE BEDROOM 


The king's bedchamber is decorated in stark contrast to the 
rest of the castle. The deep red silk sheets are fresh and clean, 
the velvet-slathered furniture plush and dust-free. Bright white 
candles shed flickering light across the room, more delicate 
and romantic than the sconces that usually light the interiors. A 
black rug made of the hide of some terrible beast slain by 
Strahd invites you to slip off your shoes and walk closer. 


Several objects in this room can be interacted with for 
opportunities to find the armor hidden here. A DC20 
Perception or Investigation Check points toward the locked 
wardrobe straight away. It can be opened without the key by 
succeeding on a DC20 Thieves Tools check. Lesser results 
direct checks toward the bed, nightstand, and Bathroom. 


The nightstand sits on Strahd’s side of the bed. The 
Nightstand contains several vials of perfume, one for each 
Bride. Strahd has these crafted for each Bride as a courting 
gift. They are worth 7GP per vial. A DC15 Investigation 
check reveals a false panel containing a key under the drawer. 
It opens the locked wardrobe. 


Under the bed the Brides find one of Strahd’s black silk 
sleeping robes. He’s very particular about them being kept in 
good shape, so why is this one crumpled up down here? Why 
isn’t it hanging in the wardrobe? For the DM’s information, 
Strahd was caught unaware by the now-dead adventurers 
(because they did not alert him by attacking the Heart of 
Sorrow) and did not have time to unlock the wardrobe before 
rushing out. 


In addition to the armor, the Brides also find several articles 
of clothing belonging to them and others, which they may 
chose to take with them. These are fine pieces, worth about 
10GP per article. There is 250GP of clothes in total, though 
taking all of the clothes would require something to hold them 
in. 


L5. THE BATHROOM (OPTIONAL) 


Unlike the bedchamber, this room is kept dark. Thick, faded 
curtains block out the windows and arches leading to the 
closet. The utilities in this room are trimmed with silver and are 
of very fine craftsmanship, but they seem to be largely unused. 
The only piece which shows signs of use is a deep bathtub in 
the center of the room. It is filled to the brim with blood, and its 
surface stirs as if something is submerged below. 


This room houses the spirit of Varushka, who served Strahd as 
a maid in life. She took her own life when her master began 
feeding on her blood. She escaped becoming a vampire 
spawn, but her soul remains trapped here as a wraith, soaked 
in the blood Strahd used her for. The Brides may know her 
name and former occupation with a DC12 INT Check, but 
they were not concerned with her personally and do not know 
her full situation. Varushka knows the location of the 
Bedroom’s treasure, the Bathroom treasure, and other Castle 
Ravenloft trivia, but she hates the Brides viciously and will 
not share the information. If fought, she will surrender upon 
reaching >10 hit points and answer any questions. If the 
Brides tempt her with revenge against Strahd, she can be 
Persuaded with a DC16 Check. If the Brides are kind to her 
and attempt to empathize with her, she will give the 
information with a DC12 Persuasion Check. Varushka's spirit 
cannot be truly laid to rest until Strahd is dead. As the Brides 
leave, she whispers, “I see why he married you,” her tone 
condemning or admiring depending on how she was treated. 


DEVELOPMENT 


The next part of the adventure begins when the Brides 
advance to the Heart of Sorrow’s tower. Their activities have 
intrigued the Dark Powers, who would like to negotiate with 
the Brides before they strike the Heart and alert Strahd. 


CHAPTER 2 — 
HEARTBREAKERS 


THE HEART OF SORROW 


The tower housing the Heart of Sorrow is approximately 200 
feet tall in total. The usual path to the heart is a railing-less 
spiral staircase which hugs the castle walls. There are 
landings 50 feet up and 90 feet up, which lead to areas of 
Castle Ravenloft not detailed in this module. There is a final 
landing 190 feet up from the floor which is positioned below 
the Heart of Sorrow. The tower is 60 feet wide at the base, and 
narrows gradually. The tower is 30 feet in diameter near the 
landing below the Heart, which is itself 10 feet in diameter. 


THE BARGAIN 


The rumbling pulse of the crystal heart floating high in the 
tower pounds in your chest, not your ears. The glow of the 
garnet-red crystal heart draws your eyes to it; its sanguine light 
fades and grows with the pulse and feels like you think the true 
sun might have. From beyond the mesmerizing beat of the 
Heart, a chorus of voices enters your minds: “Do you seek 
power? Beauty? True life everlasting? You can taste the 
deliciousness Strahd has squandered, if you only let us help 
you take it...” 


The Dark Powers reach out to the Brides and offer them a 
deal — replace Strahd Von Zarovich as the ruler(s) of Barovia, 
and they will offer them a boon to help in their fight. If the 
party decline, they say that they can be contacted once more — 
but if the Brides call them in desperation, their terms may not 
be so sweet. The DM may use the Dark Gifts available in the 
Amber Temple of Curse of Strahd, or those on the table 
below. The Dark Powers also make the Brides aware that if 
they should die on their way to or during their fight with 
Strahd, it is within their power to give them new (un)life. If a 
Bride’s alignment changes to non-Evil over the course of the 
module, they revoke their gifts (including the gift of life). The 
DM should telegraph this before a full alignment shift takes 
place. 


1. DAHLVER-NAR, HE OF MANY TEETH 

Dahlver thinks you are off to a good start, but could be much 
more dangerous. You could be more like him. Your vampiric 
bite now uses 2d4 for the purposes of damage and the 
associated healing or bonus to your next relevant roll. You 
may use the empowered bite 3 times. Until the Dark Gift is 
used up, your teeth are too big for your face. All of your teeth 
extend to vicious fangs, and your jaws are unable to close 
fully. Your open chops drip spittle constantly. 


2. ZANTRAS, THE KINGMAKER 

Zantras can ensure that you command the respect of those 
around you. You gain the Inspiring Leader feat. Flaw — Heavy 
is the head that wears the crown, and wear it you must. You 
must take the character flaw “I aspire to power above all 
else.” 


3. KHIRAD, THE STAR OF SECRETS 

Khirad knows many well-hidden and long-forgotten things, 
and would be happy to share them with you. Can cast Legend 
Lore as an Action 3 times. Flaw — You must take the character 
flaw “I long to know people’s deepest secrets, and disregard 
all notions of politeness and privacy to discover them.” 


4. THE VAMPYR 

The Vampyr can take back what Strahd gave, if you would 
like to be mortal again. Choose another Medium race and gain 
its traits. However, if you die you cannot be brought back by 
means short of the Wish spell, or another Dark Powers deal 
made on your behalf. 


5. ZHUDUN, THE CORPSE STAR 

Zhudun holds power over death, and can offer you a taste of 
the same. Allows the receiver to cast the Death Ward spell as 
an Action 3 times. Flaw — Death will not take you, because it 
thinks it already has. Your skin becomes pallid and rotten until 
the Dark Gift ends. 


6. UNNAMED GOD OF SECRETS AND DEATH 

This mysterious being has broken free of his sarcophagus in 
the Amber Temple, but special events require special 
attention. This unnamed god offers you pure power. Your STR 
score rises by 4, up to a maximum of 22. Additionally, you 
gain Truesight, and cannot be surprised. You accept the 
following compromise — “You will be my Hand and Eye in 
this world.” Your left hand and eye act independently of your 
will. The hand in particular is prone to violence. A DC25 
Wisdom Save is necessary to keep the hand in check. 


SHATTERING THE HEART 


This battle is comprised of two stages. The DM should have 
the players and the Heart roll initiative. The first stage is 
simply how the Brides make their way to the Heart at the top 
of the tower and make their first hits on it. The tower 
convulses violently on the Heart’s initiative count. Creatures 
on the stairs or tower walls must succeed on a DC10 
Dexterity Saving Throw or fall 1d20 feet to the nearest stairs. 
The DM may disregard this and simply allow the Brides to 
Spider Climb to the Heart if they would prefer a quicker 
phase. The tower’s shuddering should be preserved for 
dramatic effect, and as a way to introduce a new dimension to 
combat. Unbeknownst to the Brides, the Heart has recently 
been fortified. The Heart of Sorrow has an AC of 15, 75 Hit 
Points, and upon being hit casts the Wall of Flame spell with a 
Spell Save DC of 12. The simpler stat description used in 
Curse of Strahd on page 59 may be used for a quicker combat 
experience. 

Once the PCs deal damage to the Heart, the second stage 
begins. The destruction calls in Strahd’s allies, the Castle 
Witches, who protect the Heart at all costs. Two of the witches 
use the Barovian Witch stat block, and their leader, Agatha, 
uses the Night Hag stat block. The Night Hag may have 
access to coven spells if the DM chooses. They arrive in 1d4 
turns. If Strahd was made suspicious in the previous Act, the 


DM may choose to add a negative modifier to this roll to 
signify Strahd keeping a closer eye on the Brides. 
Once the Heart is destroyed, the Brides may gather the final 


treasure: 


The Heart shatters with an unholy crack followed by a 
sickening gushing noise. It dissolves into a shower of broken 
crystal and blood, twinkling and splattering to the mosaic floor 
far below. 


Allow the Bride with the highest Passive Perception score to 
spot the glow of one piece of the Heart which seems to have 
retained some of its magic. Any Arcana skill check reveals 
that it is no longer connected to Strahd’s life force, but a result 
of over DC 12 reveals that it still functions as a repository of 
health. A score meeting or exceeding DC15 reveals all of the 
information provided in the item description in the appendix. 


Because Strahd takes any damage beyond that which took the 
Heart to below 0 hit points, he discovers the betrayal 
immediately. A chill runs through the castle, and the sound of 
doors slamming and glass rattling echoes on the stone. 


SHORT RESTS IN CASTLE RAVENLOFT 

The players may ask to take a short rest at some point before 
facing Strahd. The module assumes that the party will have one 
short rest in which they will finalize equipment choices, charge the 
Shard of Sorrow, and regain resources. In the interest of the 
narrative tone, a short rest can be completed in 10 minutes rather 
than 1 hour. 

If the players request frequent rests, the DM may choose to roll 
on the random encounter table to spur things along, or allow the 
rest to pass peacefully. Alternatively, the DM may decide that 
Strahd will not wait politely for his Brides after they shatter the 
Heart and deny a short rest after that point. Depending on the 
outcome of the Heart fight, this may significantly raise the difficulty 
of the module. 


DEVELOPMENT 


Strahd’s life force is connected to the Heart of Sorrow, and he 
is aware the instant that it is destroyed. Following this 
conflict, he demands the Brides meet him for a final 
confrontation. 


CHAPTER 3 — HONEY, WE 
NEED TO TALK 


The heady scent of blood blooms suddenly in the air, drawing 
your vampiric attention. The blood oozing between the bricks of 
the tower is stale and thick with putrid chunks. A clot splats 
sickly to the floor as a message is written before your eyes: 
“My Brides: Meet me in the place where | gave you my greatest 
gift.” 


Strahd is referring to the Chapel. If the Players do not know 
Castle Ravenloft has a Chapel or do not come to this 
conclusion for some other reason, the DM may remind them 
of their shared marriage to and vampiric turning by Strahd. 
The DM may ask for a History (INT) or Insight (WIS) check 
to determine which Bride figures out Strahd’s demand, but in 
the interest of moving the adventure forward there is no 
minimum DC. 


THE HALLS OF CASTLE RAVENLOFT 


The walls of Castle Ravenloft seem to loom in close around 
you as you run toward the Chapel. The floor tiles rise and dip 
under your feet like they want to hear your bones break. A door 
screeches and seems to push back against your weight, and 
for the first time in many years you do not know what awaits 
you on the other side. 


Castle Ravenloft is no longer the Brides’ home, and its traps 
and obstacles are now active. Roll on the table provided 1d4 
times, or DM’s choice. 


d4 

1 2 suits of armor using a modified animated armor 
stat block. The suits are filled with rats under 
Strahd’s command acting in mindless unity. 
Disregard the Antimagic Susceptibility and False 
abilities. The suits themselves are motionless in the 
hall, but the rats inside can be heard with a DC15 
Perception check. After being defeated the rats 
scurry away harmlessly. 

2 Crushing room trap. The door locks shut and the 
ceiling begins to descend. Disable the trap to 
escape, or DC20 Thieves Tools to unlock the door. 

3 Helga the maid; ran away to join Strahd. She has 
expensive jewelry that indicates his favor and 
became a vampire spawn, but he never made her 
a Bride. She knows Strahd is going to dispose of 
his Brides, and if she can get rid of at least one of 
them for him he will surely, finally, marry her. 

4 Household objects hurtle towards the Brides. A 
character must pass a DC15 Acrobatics Check to 
cross the room quickly and unharmed. They take 
1d4 damage each time they fail, but cross the room 
in 2 turns regardless. 


THE CHAPEL AND WHAT WAITS WITHIN 


You remember this chapel being beautiful. Stained glass 
windows stretched all the way up to the domed ceiling 90 feet 
above. The colored moonlight that shone through the windows 
made the varnished wood of the pews glow, and your head 
swam with the scent of roses and holy incense. You met your 
husband-to-be at an altar adorned with beautiful people 
languishing in grape-laden vines. 

The windows are mostly boarded up now. The spaces that 
remain uncovered are mostly shattered, and the glass shards 
on the floor are coated with dust. The spaciousness of the hall 
and exposure to the night air does not do much to alleviate the 
smell of bat guano that permeates the space. The pews are 
cracked, and the encroaching mist has been rotting the wood. 
Strahd still waits for you here. He runs his hands along the 
marble altar, clearing the dust, and lights a candle in a 
tarnished silver holder. You see now that the beautiful young 
women and men in the vines are being strangled. 

“Oh, my loves.” Strahd sighs, and shakes the match in his hand 
to extinguish it. “I knew someday you'd make me do this.” 


All that remains is to fight Strahd. The vampire lord is done 
playing with the Brides, but this does not mean he won't still 
take allies where he can find them. In addition to physically 
attacking the Brides at full force, Strahd will use every dirty 
trick he knows to try to cow the Brides into submission or 
break their new bonds to each other. What exactly he says or 
offers will depend on how the Players have characterized their 
Brides. If Strahd forced a promise of loyalty from one of the 
Brides before he calls it in now. Even if they resist actually 
turning against the other Brides, Strahd will use the promise 
to call their unity into question. He may also appeal to 
Volenta’s love of violence and glory or Escher’s love of finery 
and favor. He may threaten to take away Anastrasya’s 
Warlock power, and offer to alleviate or increase Ludmilla’s 
loneliness. He may remind Gertruda of the squalor she lived 
in before, and the abusive mother still waiting for her. He may 
tell Ireena that he has captured her hundreds of times before, 
and she will never escape him, in this lifetime or the next. 


The Dark Powers can be called upon before or during the 
fight. This takes 1 Action, and functions similarly to the Time 
Stop spell. One Bride may call upon the Dark Powers and use 
their Free Action to make a deal with them. They make their 
choice alone. The Dark Powers offer the boons previously 
described, or the gift of life to a teammate. The Bride must 
swear to take Strahd’s place, replacing him as a Dreadlord and 
locking herself to Barovia for eternity. The Dark Powers 
reveal that Barovia is a Demiplane of Dread, and part of 
replacing Strahd will now mean becoming a monster whose 
only purpose is to sow misery and suffering. 


VOWS: OLD AND NEW 


opefully, the Brides stand over the corpse of Strahd 

Von Zarovich and must now decide their fates, and 

the fate of Barovia. The Dark Powers will be 
expecting the Brides to hold up their part of any bargains they 
made. If the Brides are victorious, they may choose to honor 
the adventurers from the beginning of the module in some 
way. Award the Brides with 4 permanent extra hit points as 
the life force of each adventurer touches briefly upon their 
own, before their souls are released from Barovia for good. 
What happens next is, finally, up to the Brides. 


QUEEN/S OF BAROVIA 


Tonight, the mists of Barovia take on a strange, cold beauty. 
You take a deep breath in, and it seems the mist carries the 
clouded moonlight straight into your lungs. You reflect on the 
life you've lived under this shrouded moonlight — unafraid as 
you chased the other children into the foggy woods, the thrill of 
a secret first kiss, the fragile serenity of night roads — and 
realize that the night is yours. It always was. It's been years 
since your blood last ran hot, but tonight you feel alive. The 
King is dead. Long live the Queen. 


LEFT BAROVIA 


You and your friends hold hands as you walk through the mist, 
holding in the breath none of you actually need. You were all 
turned separately, with only an iron claw disguised as a lover's 
caress to lead you into the unknown. He kept you apart 
because, for all his posturing, he was afraid. The Barovian sky 
has no stars, so he hoarded the ones on the ground. The 
radiant brightness of all of you together was sure to burn him 
up. Now, as you walk into the unknown again, you are many 
things, but you aren’t alone. Nervous, excited, maybe scared — 
but together. Suddenly the mist clears, and for the first time you 
feel a dry breeze through your hair and starlight on your face. 
Strahd is dead, and you are free. 


DEFEATED 


As the restless mists of Barovia swirl together that night, you 
are part of them. Your trapped soul hangs in the moonlight, 
waiting. Castle Ravenloft sits below you, its undead king licking 
his wounds within the crumbling walls. Suddenly, you think you 
hear your name. A gust of wind blows and you feel a familiar 
presence. Your friends are here with you, in the mists. The man 
in the castle is strong, but he is alone and unchanging. You 
know now that you can change, and grow, and as your very 
souls mingle you know you will never truly be alone again. You 
will try again, and maybe next time you will win. Somewhere in 
Barovia a baby cries, and you feel yourself pulling away from 
the mist. Strahd lives — but so do you. 


REWARDS/XP 


If the Brides would like to continue adventuring together, they 
advance to level 9, and may keep the Treasures they have 
gathered with DM approval. The DM may choose to require 
the Objects of Power to use an Attunement slot going 
forward. 


MAGIC ITEMS 


THE SUNSWORD 

Weapon (longsword), legendary (requires attunement outside 
this module) 

Martial Weapon, melee weapon 


The Sunsword is a sentient magic weapon held by Strahd’s 
brother, Sergei Von Zarovich. It was partially broken by the 
wizard Khazan on Strahd’s orders, and now possesses the 
properties of a sun blade: 

- You gain a +2 bonus to attack and damage rolls made with 
this weapon, which deals radiant damage instead of slashing 
damage. When you hit an undead with it, that target takes an 
extra 1d8 radiant damage. 

- The sword’s luminous blade emits bright light in a 15-foot 
radius and dim light for an additional 15 feet. The light is 
sunlight. While the blade persists, you can use an Action to 
expand or reduce its radius of bright and dim light by 5 feet 
each, to a maximum of 30 feet each or a minimum of 10 feet 
each. 


Finesse. When making an attack with a finesse weapon, you 
use your choice of your Strength or Dexterity modifier for the 
attack and damage rolls. You must use the same modifier for 
both rolls. 

Versatile. This weapon can be used with one or two hands. A 
damage value in parentheses appears with the property—the 
damage when the weapon is used with two hands to make a 
melee attack. 

Source: Curse of Strahd, page 223. 


THE LORD’S RING 
Ring, rare 


This ring was worn by Strahd as he wedded each of his 
Brides. Once per week, the wearer may cast an effect similar 
the Wedding ability of the Ceremony spell instantly and 
without components. This rite must be cast on two adult 
humanoids willing to be bonded together. What this bond 
constitutes is determined by the players and DM. The effect 
gives these creatures a +2 bonus to AC when they are within 
30 feet of each other for the next 7 days. Unlike the 
Ceremony spell, a creature may benefit from this rite again 
without being widowed, but the benefit may only be shared 
between two creatures at any one time. 


THE ARMOR OF MIDNIGHT 
Armor (medium), rare 


This adamantine breastplate was originally worn into battle by 
Strahd Von Zarovich against the forces of the dragon 
Argynvost. It provides an AC of 14 + DEX (max 2). As 
adamantine armor, it reduces any critical hit against the 
wearer to a normal hit. Once per Long Rest, the wearer may 
use the armor’s absorbed evil to cast the Fear spell as an 
Action. If the wearer is struck by a critical hit, the Fear cast 
recharges. 


THE SHARD OF SORROW 
Wondrous item, rare 


This piece of the shattered Heart of Sorrow retains a sliver of 
its restorative properties. During a Short Rest, the holder may 
expend Hit Die into the Shard, similar to a Ring of Spell 
Storing. The ring may hold 25 hit points total, which may be 
applied to the holder’s Hit Point total as an Action. The Hit 
Points must be used by the creature which added them to the 
Shard. It may act as a spellcasting focus. 


AMULET OF PROTECTION 

Necklace (neck), rare 

A modestly sized red gem on a golden chain. This amulet was 
given to Varushka by her father when she was called to work 
in the castle. You gain a +1 bonus to AC and Saving Throws 
while wearing this ring. 


STRAHD VON ZAROVICH 


Medium undead (shapechanger), lawful evil 


Armor Class 16 (natural armor) 
Hit Points 144 (17d8 + 68) 


Speed 30 ft. 
STR DEX CON INT WIS CHA 
18 (+4) 18(+4) 18(+4) 20(+5) 15(+2) 18 (+4) 


Saving Throws Dex +9, Wis +7, Cha +9 

Skills Arcana +15, Perception +12, Religion +10, Stealth +14 
Damage Resistances necrotic; bludgeoning, piercing, and slashing 
from nonmagical attacks 

Senses darkvision 120 ft., passive Perception 22 

Languages Abyssal, Common, Draconic, Elvish, Giant, Infernal 
Challenge 15 (13,000 XP) 


Shapechanger. If Strahd isn’t in running water or sunlight, he can use 
his action to polymorph into a Tiny bat, a Medium wolf, or a Medium 
cloud of mist, or back into his true form. 


While in bat or wolf form, Strahd can’t speak. In bat form, his walking 
speed is 5 feet, and he has a flying speed of 30 feet. In wolf form, his 
walking speed is 40 feet. His statistics, other than his size and speed, 
are unchanged. Anything he is wearing transforms with him, but 
nothing he is carrying does. He reverts to his true form if he dies. 


While in mist form, Strahd can't take any actions, speak, or manipulate 
objects. He is weightless, has a flying speed of 20 feet, can hover, and 
can enter a hostile creature’s space and stop there. In addition, if ait 
can pass through a space, the mist can do so without squeezing, and 
he can’t pass through water. He has advantage on Strength, Dexterity, 
and Constitution saving throws, and he is immune to all nonmagical 
damage, except the damage he takes from sunlight. 


Legendary Resistance (3/Day). If Strahd fails a saving throw, he can 
choose to succeed instead. 


Regeneration. Strahd regains 20 hit points at the start of his turn if he 
has at least 1 hit point and isn’t in running water or sunlight. If he takes 
radiant damage or damage from holy water, this trait doesn’t function 
at the start of his next turn. 


Spellcasting. Strahd is a 9" level spellcaster. His spellcasting ability is 
Intelligence (spell save DC18, +10 to hit with spell attacks). He has the 
following wizard spells prepared: 


Cantrips (at will): mage hand, prestidigitation, ray of frost 

1% level (4 slots): comprehend languages, fog cloud, sleep 
2" level (3 slots): detect thoughts, gust of wind mirror image 
3" level (3 slots): animate dead, fireball, nondetection 

4" level (3 slots): blight, greater invisibility, polymorph 

5" level (1 slot): animate objects, scrying 


Spider Climb. Strahd can climb difficult surfaces, including upside 
down on ceilings, without having to make an ability check. 
Vampire Weaknesses. Strahd had the following flaws: 


Forbiddance. He can't enter a residence without an invitation from one 
of the occupants. 


Harmed by Running Water. He takes 20 acid damage if he ends his 
turn in running water. 


Stake to the Heart. If a piercing weapon made of wood is driven into 
his heart while he is incapacitated in his coffin, he is paralyzed until 
the stake is removed. 


Sunlight Hypersensitivity. While in sunlight, Strahd takes 20 radiant 
damage at the start of his turn, and he has disadvantage on attack 
rolls and ability checks. 


ACTIONS 


Multiattack (Vampire Form Only). Strahd makes two attacks, only 


one of which can be a bite attack. 


Unarmed Stroke (Vampire or Wolf Form Only). Melee Weapon 
Attack: +9 to hit, reach 5 ft., one target. Hit: 8 (1d8 + 4) slashing 
damage, plus 14 (4d6) necrotic damage. If the target is a creature, 


Strahd can grapple it (escape DC 18) instead of dealing the slashing 
damage. 


Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one willing creature, 
or a creature that is grappled by Strahd, incapacitated, or restrained. 
Hit: 7 (1d6 +4) piercing damage plus 10 (3d6) necrotic damage. The 
target’s hit point maximum is reduced by an amount equal to the 
necrotic damage taken, and Strahd regains hit points equal to that 
amount. The reduction lasts until the target finishes a long rest. The 
target dies if its hit point maximum is reduced to 0. 


Charm. Strahd targets one humanoid he can see within 30 feet of him. 
If the target can see Strahd, the target must succeed on a DC 17 
Wisdom saving throw against this magic or be charmed. The charmed 
target regards Strahd as a trusted friend to be heeded and protected. 
The target isn’t under Strahd’s control, but it takes Strahd’s requests 
and actions in the most favorable way and lets Strahd bite it. 


Each time Strahd or his companions do anything harmful to the target, 
it can repeat the saving throw, ending the effect on itself on a success. 
Otherwise, the effect lasts 24 hours or until Strahd is destroyed, is on 
a different plane of existence than the target, or takes a bonus action 
to end the effect. 


Children of the Night (1/Day). Strahd magically calls 2d4 swarms of 
bats or swarms of rats, provided that the sun isn’t up. While 
outdoors, Strahd can call 3d6 wolves instead. The called creatures 
arrive in 1d4 rounds, acting as allies of Strahd and obeying his spoken 
commands. The beasts remain for 1 hour, until Strahd dies, or until he 
dismisses them as a bonus action. 


LEGENDARY ACTIONS 


Strahd can take 3 legendary actions, choosing from the options below. 
Only one legendary action can be used at a time and only at the end 
of another creature’s turn. Strahd regains spent legendary actions at 
the start of its turn. 


Move. Strahd moves up to his speed without provoking opportunity 
attacks. 


Unarmed Strike. Strahd makes one unarmed strike. 


Bite (Costs 2 Actions). Strahd makes one bite attack. 


LAIR ACTIONS 


While Strahd is in Castle Ravenloft, he can take lair actions as long as 
he isn't incapacitated. 


On initiative count 20 (losing initiative ties), Strahd can take one of the 
following lair action options, or forgo using any of them in that round: 


e — Until initiative count 20 of the next round, Strahd can pass 
through solid walls, doors, ceilings, and floors as if they 
weren't there. 


e Strahd targets any number of doors and windows that he 
can see, causing each one to either open or close as he 
wishes. Closed doors can be magically locked (needing a 
successful DC 20 Strength check to force open) until Strahd 
chooses to end the effect, or until Strahd uses this lair action 
again. 


e Strahd summons the angry spirit of one who has died in the 
castle. The apparition appears next to a hostile creature that 
Strahd can see, makes an attack against that creature, and 
then disappears. The apparition has the statistics of a 
specter. 


e Strahd targets one Medium or smaller creature that casts a 
shadow. The target's shadow must be visible to Strahd and 
within 30 feet of him. If the target fails a DC 17 Charisma 
saving throw, its shadow detaches from it and becomes a 
shadow that obeys Strahd's commands, acting on initiative 
count 20. A Greater Restoration spell or a Remove Curse 
spell cast on the target restores its natural shadow, but only 
if its undead shadow has been destroyed. 


Source: Curse of Strahd, page 240. 


